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RAM Disk. 

Broadway opens with a flashing marquee. To begin, the player (henceforth 
called the producer) names the production company. This name appears on 
the weekly report and on the closing notice at the end of the simulation. The 
program will accept any string (no commas or double quotes) up to fifteen 
characters and spaces. 

After a basic introduction and some instructions, the producer attempts to 
raise $1,000,000 to produce the show. As in the real world, past performance 
(as shown by a randomly generated “track record”) controls the ease with 
which you can raise the money. The names entered in this section have no 
bearing on the amount of money raised (that is controlled by a random 
number in conjunction with the “track record”), but using the names of 
friends and relatives adds to the fun of the simulation. If you fail to finance 
the show within eight tries, the simulation ends, but you can try again with a 
new “track record.” In Broadway , should the producer acquire more than the 
requisite $1,000,000 the method used to lose the excess is as true-to-life as any. 


Pre-Production 

With the financial backing in hand, you begin to put the show together. The 
program asks the producer to hire one of three people for each of ten key jobs. 
As each person is hired, his respective fee is added to a running total that will 
be deducted before opening night, and his weekly salary is added to a running 
total that is deducted from the production company’s funds each week. Each 
choice also assigns a certain number of quality points to another running total. 
These point values reflect the relative importance of each job. Choosing a 
high-priced employee tends to result in higher quality, but too large a payroll 
can bankrupt the producer. An employee at “Level #1” raises the quality 
point total, a #2 employee leaves it unchanged, and a #3 employee reduces the 
quality point total. 

Next, the producer must choose a theatre. A larger theatre has a larger 
potential gross (if you can fill it), but also incurs greater expenses. Rent is 
higher, and the theatre’s more complex equipment requires a larger, more ex¬ 
pensive crew. 
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Now the producer must make some decisions about sets, costumes, lighting, 
and so on. Each of your four designers has submitted three designs in his 
respective department. Each design differs in quality, and therefore in cost. 
The one-time fees (for items purchased) and the weekly costs (for items rented) 
are added to the applicable totals on opening night. The program compiles 
quality points for technical appearance as you make each selection. 


Rehearsals and Opening Night 

The rehearsal period is five weeks. The weekly payroll total is deducted for 
five weeks before opening. The one-time fees are deducted after the rehearsal 
period is over. At this point, the director has the option of calling for further 
rehearsals (a random function). Each extra week of rehearsals costs the pro¬ 
ducer one week’s payroll. Here’s where a high payroll and high technical ex¬ 
penses, coupled with a few extra weeks of rehearsal, can put the producer out 
of business. On opening night, you will get a report of the total weekly cost 
figures. These figures, of course, are minimums. Salary changes and advertis¬ 
ing will add to the weekly costs. 

The procedure for generating reviews is as follows: Each of the five reviewers 
has five reviews upon which to draw. They range from great to very poor. 
Simon, of New York Magazine , always gives a bad review (a little humor for 
those familiar with the New York theatre scene). To determine which of the 
five reviews to use, the program doubles the quality points earned for person¬ 
nel, adds the quality points earned for technical appearance, and multiplies the 
total by a random number ranging from one to ten (this simulates the 
reviewer’s mood). The process repeats for each of the five reviewers. Thus five 
different people can see the same show, yet write five different reviews, a fre¬ 
quent occurrence on Broadway. As each review appears, the show earns box 
office points. Better reviews earn more points. More points mean more ticket 
sales. Advertising also affects box office points (one point for each $10,000 
spent per week), ticket price (high prices keep people away), aging of the show 
(the longer a show runs, the harder it is to get an audience), and random events 
that will be explained later. 


The Run 

After seeing the reviews, the producer has the option of closing the show, 
and returning what remains of the original $1,000,000 to the investors. Also, 
you may exercise this option after getting the report each week. If the show re¬ 
mains open, the producer must decide how much to spend on advertising each 
week. You can spend any amount, from zero to all the available funds after 
payroll expenses. The money used for advertising becomes part of the weekly 
expense only for the week in which it was allocated. Use no dollar signs or 
commas when you tell the computer how much to spend on advertising. 

The current ticket price then appears on the screen, and you can increase or 
decrease it by any whole dollar amount. At this point, a random event may oc¬ 
cur (usually every three or four weeks). Both good events and bad events are 
possible — and all will affect the box office action in one way or another. The 
two events dealing with pay raises increase your weekly payroll directly. The 
other events will increase or decrease your current total of box office points. 

Then the weekly report appears. The program figures the number of tickets 
sold for the week, using a formula based on box office points, the original 
quality points of the show (before the critics influenced the public), a random 
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number (to simulate the public mood), and the seating capacity of the theatre. 
After multiplying the number of tickets sold by the current ticket price, it 
displays the gross and deducts the week’s expenses, yielding the net profit. Any 
loss is deducted from previous profits. If the show has had no previous profits, 
the loss is deducted from what remains of the original $1,000,000. If the front 
money is exhausted, the producer is out of business. In addition, every thirteen 
weeks, you must pay the investors a quarterly payment of 98 percent of the 
current profits, before you buy advertising or attempt to cover losses. 

You may close the show after any weekly report. When the producer closes 
the show, the program posts the closing notice, pays the salaries for the final 
two weeks (with the salary bonds posted before opening), and displays the 
final totals, which show, among other things, the percentage of return to the 
investors. 

Good luck with your show — and break a leg! 


Variables 


A$, B$: Contains the word 
“Broadway” surrounded by lights 
(asterisks). 

AD: Advertising budget for the 
current week. 

AI: Amount raised from investors. 
ANSWERS: User input. 

B: Used in delay loops. 

C: Counter for week number. 

CA: Cursor position in input 
subroutine. 

CP: Theatre capacity. 

E$: Variable used when getting in¬ 
put from the user. 

F(*): Initial amount of an expense. 
FM: Amount of “front money” 
left. 

H: A number from one to three, 
input from the user. 

I: Determines investor’s reaction. 
I(*): Relative values of the dif¬ 
ferent workers or other expenses. 
1$: Name of investor. 

IT: The quality of the company. 
IU: The quality of the set, lights, 
sound, etc. 

IV, IX: The overall quality of the 
production. 

J: Miscellaneous loops. 

J$: Job or expense name. 

P: Total weekly expenses. 

PRODS: The name of the produc¬ 
tion company. 


PX: Total start-up expenses. 

PY: Temporary storage for a frac¬ 
tion of P. 

Q$: A double quotation mark. 

R: Player’s “track record,” the 
percentage of previous shows that 
have succeeded. 

Rl: Critic’s rating of the produc¬ 
tion. 

RT: Investor’s percent return. 

SD: Profit to be paid to investors. 
SF: Total amount paid to in¬ 
vestors. 

SN: New ticket price. 

SP: Current ticket price. 

ST: Net profit or loss for the cur¬ 
rent week. 

TG: Current week’s gross. 

TI: Used in timer loops. 

TR: Adjustment to investor’s reac¬ 
tions based on player’s track 
record. 

TS: Number of tickets sold this 
week. 

TX: Theatre’s percentage of the 
gross. 

W: Counter for weeks. 

W(*): Weekly cost of a given 
employee or expense. 

WK: Number of weeks the produc¬ 
tion has been playing. 

X, Y: Used to draw a graphic 
border around the closing notice. 
ZA, ZB: Miscellaneous loops. 
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If you don’t wish to type this program, it 
Is available on issue #44 SoftSIde CV 
and DV. 


Initialize strings, and call beginning 
subroutines. 

10 DIM PROD*(30),ANSWER*(3),11(30),J*! 
20), I (3) 

20 80SUB 5000sGDSUB 4000:6010 210 

Music subroutine. 

100 NT=70:DY=50:G0SUB 130:NT=53:DY=150 
:60SUB 130:NT=108iDY=150 s B0SUB 130:DY= 
50:60SU8 130:6QSUB 130 
110 FOR LOOP 1=1 TO 2: NT=?2: D¥=150: S0SU 
B 130: N T=108: D Y=150:80SUB 130:DY=50:60 
SUB 130:G0SUB 130:NEXT L00P1 
120 NT=86:DY=200:60SUB 130:SQUHD 0,0,0 
,0:RETURN 

130 SOUND 0,NT,10,4;F0R T1HE=0 TO DY:N 
EXT TIHEsSOUND 0,0,0,OsFOR TINE=1 TO 5 
:NEXT TINE:RETURN 
140 END 

Name the production company. 

200 REN 

210 POKE 752,1:TRAP 220:PX=0 
220 ? CHR*( 125) POSITION 3,10:? "NHAT 
WILL YOU NAHE YOUR PRODUCTION":? 8 
C0NPANY? (WAX, 30 LETTERS)" 

230 INPUT PROD*:IF PR0Dt=““ THEN 220 
240 TRAP 4G000:PRINT SPRINT “FROM NON 
ON THIS CONPANY MILL BE KNOWN AS:" 
250 PRINT PROD*:” PRODUCTIONS":GOSUB 1 
00 

Instructions. 

260 PRINT SPRINT "DO YOU WANT INSTRUCT 
IONS":INPUT ANSWER*:IF ANSWER*fl,l)="N 
" THEN SOTO 390 

V 


270 PRINT CHR*(125h? "HERE IS YOUR CH 
ANCE TO PRODUCE A":? "BROADWAY MUSICAL 
SHOW. WHILE" 

280 ? ‘THE SCENARIO IS SOMEWHAT SIHPLI 
FIED":? “YOU WILL FACE MANY OF THE SAM 
E" 

290 ? “PROBLEMS AND TAKE MANY OF THE S 
AME":? "CHANCES THAT ANY BROADWAY PROD 
UCER';? "DOES:" 

300 ? "YOU WILL HAVE TO RAISE THE FRON 
T"i? “MONEY WHICH WILL PAY YOUR EXPENS 
ES" 

310 ? “UNTIL THE SHOW OPENS, DECIDE WH 
0“:? "TO HIRE AND HOW MUCH TO PAY THEM 
1 

320 ? "ENDURE CRITICS AND FEEL THE INF 
LUENCE':? "THAT THEY HAVE, AND PLAY TH 
E WEEK TO" 

330 ? "WEEK SAME OF COUNTING THE AUDIE 
NCE,*:? “THE TICKETS,THE MONEY AND THE 
PROFITS" 

340 ? “(OR LOSSES!!).":? :? "BREAK A L 
EG AND BRING IN A HIT BUT* 

350 ? "REMEMBER: THERE’S A BROKEN HEA 
RT“:? “FOR EVERY LIGHT ON BROADWAY..." 
360 ? :? "PRESS START TO CONTINUE" 

370 IF PEEK(53279!06 THEN 370 
Try to raise the front money. 

380 REM 

390 PRINT CHR* <125)s FM=1000000:X=10000 
:R=INT(RNB(0)t1001+1:TR=R/50:IT=1:SP=1 
6:iU=l 

400 ? "FOR THE PURPOSES OF THIS SIMULA 
TION,":? "YOU WILL GET 8 CHANCES TO RA 
ISE" 

410 ? "A TOTAL OF *1,000,000 TO FINANC 
E“:? "YOUR SHOW." 

420 ? "YOUR TRACK RECORD ON PREVIOUS S 
HOWS IS';R;»X. THIS WILL DETERMINE HOW 
EASY" 

430 ? "IT IS FOR YOU TO RAISE MONEY.": 
AI=0:C=1 

440 ? :? "INVESTOR #";C 
450 ? "WHO WILL YOU ASK (TYPE THE NAME 
!":INPUT I*:I=(INT(RND(0)*25)+1)*TR:PR 
INT CHR*(125) 

460 POSITION 0,10:? I* 

J 
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470 IF I<2 THEN ? 'SAID, ’PH SORRY, B 
UT NO.’":? :I=0sG0T0 580 
480 IF I<5 THEN ? "THINKS YOU’RE CRAZY 
, BUT WILL INVEST-iGOTO 580 
490 IF I<7 THEN ? "CAN’T REALLY AFFORD 
HUGH BUT WANTS":? "TO HELP WITH":60TO 
580 

500 IF K10 THEN ? "NEEDS A TAX WRITE¬ 
OFF AND WILL INVEST":BOTO 580 
510 IF I<12 THEN PRINT "WHO IS STILL W 
0RKIN8 ON THAT FIRST":? "MILLION, WILL 
INVEST":GOTO 580 

520 IF I<15 THEN ? "(WHO INVESTS IN AN 
YTHIN6) THINKS YOU":? "HAVE A WINNER A 
ND INVESTS":GOTO 580 
530 IF KI7 THEN ? "LOVES TO THROW HON 
EY AWAY AND INVESTS":GOTO 580 
540 IF I<20 THEN ? "(WHO HAS NO TASTE! 
HAS FAITH IN":? "YOU AND YOUR SHOW AN 
D INVESTS":GOTO 580 

550 IF I<22 THEN ? “WHO HAS TURNED DOW 

N EVERYONE ELSE*:? "ON BROADWAY SAYS ’ 

YES’ AND INVESTS":GOTO 580 

500 IF I<24 THEN ? "A NOTED PATRON OF 

THE ARTS, INVESTS":GOTO 580 

570 ? "WHO HAS HORE HONEY THAN GOD, IN 

VESTS" 

580 I1=1IX:? *4";I1:AI=AI+Ih? 

590 ? "SO FAR YOU HAVE RAISED $*;AI:IF 
AI>=FH THEN GOTO 050 
000 C=C+1:IF C=9 THEN GOTO 020 
010 ? “YOU STILL NEED t";FH-AI:GOTO 44 
0 

020 ? :? "SORRY, YOU COULDN’T RAISE TH 
E MONEY.":? "THAT’S SHOW BIZ!!!" 

030 TRAP 030:? "WANT TO TRY AGAIN?":IN 
PUT ANSWERS:IF ANSWERt(l,I)="Y* THEN T 
RAP 40000:GOTO 210 
040 END 

V _ __ 


650 ? :? “THAT'S $";AI-FH;” EXTRA!";F0 
R WAIT=1 TO 900;NEXT WAIT 
660 ? ;? :? “YOU HAVE RAISED THE HONEY 
■;? “YOUR GENERAL HANA6ER WILL STEAL” 
670 ? "THE EXTRA $";AI-FN;FOR WAIT=1 T 
0 900;NEXT WAITiPRINT CHR$U25);8GSUB 
100 

Determine weekly and up-front ex¬ 
penses. 

680 ? “NOW THAT YOU RAISED THE HONEY," 
;? “YOU MUST DECIDE HOW TO SPEND IT. F 
OR” 

690 ? “EACH OF THE MAJOR EXPENSES PRES 
ENTED";? “TO YOU, DECIDE ON HOW MUCH T 
0 SPEND" 

700 ? "INITIALLY AND WEEKLY. DURING TH 
E”;? "FIRST FIVE WEEKS (WHILE YOU ARE" 
710 ? "REHEARSING) THERE WILL BE NO IN 
CONE,";? “SO HAKE SURE THAT YOUR EXPEN 
SES DO" 

720 ? “NOT EXCEED $1,000,000 OR YOU'LL 
HAVE";? "NOTHING LEFT FOR DELAYED OPE 
NIN6S," 

730 ? "ADVERTISING, ABSORBING A LOSS F 
OR 9 ;? “A WEEK OR TWO, AND THE FACT THA 
T A" 

740 ? "FULL HOUSE EVERY NIGHT WILL ONL 
V";? "GROSS BETWEEN $150,000 AND $225, 
000 . “ 

750 ? "YOUR OBJECT, OF COURSE, IS TO S 
HOW A";? "PROFIT EACH WEEK. REHEHBER, 
OUT OF" 

760 ? "YOUR FRONT HONEY YOU HOST PAY A 
LL";? "OF YOUR PRE-OPENING EXPENSES (E 
. 6 ." 

770 ? "SETS,COSTUMES,ETC.)" 

780 ? :? "PRESS START TO CONTINUE" 

790 IF PEEK 153279)06 THEN 790 
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BOO ? CHWU25)s? "... FIRST YOU HOST 
HIRE A COMPANY.“ 

810 ? “CERTAIN WEEKLY PAYROLL EXPENSES 
M? “ARE ASSUMED" 

820 ? “15,000 FOR CONTRACT STAGEHANDS“ 
S? "$3,000 FOR WARDROBE DEPT." 

830 ? “$3,000 FOR CONTRACT MUSICIANS"s 
? "$ 750 FOR PRESS REPS." 

840 ? "$6,000 FOR MANAGEMENT STAFF";? 
”$2,500 FOR STAGE MANAGEMENT" 

850 ? "$17,500 FOR NON-STARRING ACTORS 

“;? “-*s? 8 $37,950MP=37950 

860 ? ;? “WE MILL NON DEAL WITH THE SA 
LARIES";? "THAT CAN BE NEGOTIATED" 

870 ? ;? "PRESS START TO CONTINUE" 

880 IF PEEK(53279)06 THEN 880 
890 ? CHR$U25);? "FOR EACH JOB YOU HI 
LL BE GIVEN 3“:? "ALTERNATIVES. IN 8E 
NERAL THE MORE" 

900 ? "YOU SPEND, THE HIGHER CALIBER 0 
F“;? "PERSON YOU WILL HIRE AND THE BET 
TER" 

910 ? "THE RESULTS (MAYBE). OF COURSE, 
THE";? "MORE YOU SPEND, THE HIGHER YO 
UR" 

920 ? "WEEKLY PAYROLL WILL BE. SPEND T 
HE “;? “MONEY WHERE YOU THINK IT’S IMP 
ORTANT" 

930 ? ;? "PRESS STARI TO CONTINUE" 

940 IF PEEK(53279)06 THEN 940 

Choose the company’s key personel. 

950 REM 
960 RESTORE 

970 FOR C*1 TO 12s? CHR$U25)sREAD J$, 
F1,W1,F2,W2,F3,W3,II,12,I3;I(1>=I1;I(2 
)=I2sI<3)=13;PRINT “J08-MJ$ 

980 POSITION 7,5;? "INITIAL FEEMsPOSI 
TION 20,5;? "WEEKLY ROYALTY" 

990 POSITION 0,7;? “I";:POSITION 7,7;? 
a $“;Fl;;POSITION 20,7;? "$";W1 
1000 POSITION 0,9;? "2“;;POSITION 7,9; 
? | F2; :POSITION 20,9;? "$ U ;W2 

1010 POSITION 0,11;? “3“; -.POSITION 7,1 
1;? "$“;F3j ;POSiTION 20,11;? "$MW3 
1020 ? ;? “WHICH MJ$;“ WILL YOU HIRE" 
;? "(1,2 OR 3)"; TRAP 1020;INPUT H 
1030 IF H=1 THEN PX=PX+F1;P=P+«1;SOTO 
1070 

V 


1040 IF H s 2 THEN PX=PX+F2;P=P+W2:S0TG 
1070 

1050 IF H=3 THEN PX=PX+F3;P=P+W3;GQTG 
1070 

1060 GOTO 1020 

Determine quality points based on 
the make-up of the company. 

1070 TRAP 40000;fT=IT*I(H>;NEXT C:IT=I 
T/1000 

1080 FIT=2*(IT>500)+1.5$(IT<=500 AND I 
T>200>+1.11<IT<=200 AND IT>70) 

1090 FIT=FIT+(IT<=70 AND IT>1>+0.75*(I 
T<=1 AND IT>=0.1)+0.5MIT<0.1) 

1095 IT=FIT;? CHR$U25) 

Choose a theatre. 

1100 REM 

1110 ? “YOU NOW HAVE A COMPANY TO WORK 
WITH.";? "NOW DECIDE ON YOUR OTHER EX 
PENSES." 

1120 ? "THE MOST IMPORTANT IS THE THEA 
TRE.";? "AGAIN WE HAVE A CHOICE OF THR 
EE." 

1130 ? "THEY DIFFER IN CAPACITY AND TH 
EREFOREM? "IN COST. ASSUME A TICKET P 
RICE OF $16" 

1140 POSITION 0,8;? "THEATRE" 

1150 POSITION 8,8;? "CAPACITY";POSITIO 
N 17,8;? “POSSIBLE"POSITION 26,8;? “C 
OST it OF" 

1160 POSITION 17,9;? "WEEKLY";POSITION 
26,9;? “SROSSiHOUSE" 

1170 POSITION 17,10;? "SRQBSMPOSITIGN 
26,10;? "PAYROLL)" 

1180 POSITION 3,12;? "IMPOSITION 8,12 
;? “1400";POSITION 17,12;? "$179,200° 
1190 POSITION 26,12;? "22X+$19,000" 
1200 POSITION 3,14;? IMPOSITION 8,14 
;? "1500”;POSITION 17,14:? "$192,000" 
1210 POSITION 26,14:? *257.+$20,000" 
1220 POSITION 3,16:? "3“:P0SITI0N 8,16 
;? ”1600":POSITION 17,16;? "$204,800" 
1230 POSITION 26,16:? M 28%+$21,000”s? 
1240 TRAP 1240;? "WHICH THEATRE (1,2 0 
R 3)";:INPUT H 

1250 IF H=1 THEN CP=I400;TX=0.22;PR=19 
000;GOTO 1290 


1260 IF H=2 THEN CP=1500;TX=0.25s PR=20 
000;GOTO 1290 
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1270 IF H=3 THEN CP*1600sTX=0.28:PR«21 


-BROADWAY 


000:GOTO 1290 
1280 SOTO 1240 
1290 TRAP 40000 

Decide how much to spend on stage 
expenses (props, lights, etc.). Deter¬ 
mine the weekly and up-front ex¬ 
penses for each. 

1300 REN 

1310 ? CHR$(125b? “NOW DETERNINE YOUR 
OTHER PRE-OPENING 9 :? “EXPENSES 8 
1320 FOR C=1 TO 5;READ 3$,F1,W1,F2,W2, 
F3,W3 f Ii,I2«I3:I<l)=IlsI<2}=I2sI<3)=I3 
:? :? “EXPENSE- 9 ;J$ 

1330 ? POSITION 10,5:? “INITIAL 8 :P0SI 
TI0N 20,5:? “WEEKLY” 

1340 POSITION 2,7:? ”r:PQSITI0N 11,7: 

? FI:POSITION 21,7:? W1 

1350 POSITION 2,9;? “2*:PGSI!I0N 11,9: 

? F2:POSITION 21,9:? W2 

1360 POSITION 2,11:? B 3“:P0SITI0N 11,1 

1:? F3;POSITION 21,11:? W3 

1370 ? :? “WHICH DESIGN VERSION WILL Y 

0U USE 9 :TRAP 1370:INPUT H 

1380 IF H=1 THEN PX=PX+F1:PY=PY+W1:G0T 

0 1420 

1390 IF H=2 THEN PX=PX+F2:PY=PY+W2:S0T 
0 1420 

1400 IF H=3 THEN PX=PX+F3:PY=PY+W3:SGT 
0 1420 

1410 GOTO 1370 

1420 IU=IU*I(Hh? CHR$(125):NEXT C 

Determine quality points based on 
quality of stage expenses. 

1430 FIU=2*(IU>7)O.5*0U<=7 AND IU>=1 
)+0.8S(IU<l);IU=FIU 

Print out other pre-opening ex¬ 
penses. 

1440 ? CHR$(125):? "THE REST OF THE PR 
E-OPENING 8 :? “EXPENSES ARE AS FOLLOWS; 

u 

1450 ? :? “$33,000 TAKE IN AND SET UP 
SHOW 8 :? “$30,000 PREOPENING ADVERTIS 
ING” 

1460 ? 8 $ 5,000 OPENING NIGHT PARTY 9 : 
? “$ 3,000 TRAVELING EXPENSES 8 
1470 ? “$ 1,500 TICKET PRINTING 9 :? ”$ 
3,000 REHEARSAL SPACE” 


8 

1480 ? “$10,000 SALARY BONDS 9 :? 9 - 

1490 ? “$85,500“:PX=PX*85500:? :? “PRE 
SS START TO CONTINUE” 

1500 IF PEEK (53279) 06 THEN 1500 
Rehearsal period. Deduct ail pre¬ 
opening expenses and weekly ex¬ 
penses during rehearsals. 

1510 ? CHR$I125):? “YOU ARE NOW READY 
TO BEGIN THE FIVE 9 :? “WEEK REHEARSAL P 
ERIOD, YOUR PAYROLL 9 
1520 ? "EXPENSES WILL BE DEDUCTED AFTE 
R EACH 9 :? “WEEK OF REHEARSALS. AFTER T 
HE LAST” 

1530 ? "WEEK, THE OTHER PRE-OPENING EX 
PENSES 9 :? “WILL BE DEDUCTED.” 

1540 ? :? “PRESS START TO CONTINUE” 

1550 IF PEEK(53279)06 THEN 1550 
1560 ? CHR$(125):FQR W=1 TO 5:? ;? 9 EN 
D OF WEEK “;N; 8 OF REHEARSAL” 

1570 ? “EXPENSES THIS HEEK-$“;P:FH=FN- 
P:IF FH<0 THEN 2750 
1580 ? “LEFT FROM FRONT HONEY-$ 9 ;FH;NE 
XT W 

1590 ? :? “PRESS START TO CONTINUE" 

1595 IF PEEK(53279)06 THEN 1595 
1600 ? CHR$(125):FM=FM-PX:IF FM<0 THEN 
2750 

1610 ? :? “NOW THAT REHEARSALS ARE OVE 
R AND 9 :? “YOUR PRE-OPENING EXPENSES AR 
E PAID” 

1620 ? “YOU HAVE $”;FM;“ LEFT IN AN 9 :? 
“EMERGENCY ACCOUNT.” 

1630 ? :? “PRESS START TO CONTINUE” 

1640 IF PEEK(53279)06 THEN 1640 

Check for additionai week of rehear¬ 
sals. 

1650 REM 

1660 R=INT(RND(0)$10)+1:IF R>=6 THEN 1 
730 

1670 ? “THE DIRECTOR WANTS ANOTHER WEE 
K OF 9 ;? “REHEARSALS BEFORE OPENING 9 
1680 FM=FH-P:IF FH<0 THEN GOTO 2750 
1690 ? :? “YOU NOW HAVE $“;FM? 9 LEFT 9 : 

? “IN AN EMERGENCY RESERVE.” 

1700 ? :? “PRESS START TO CONTINUE” 

1710 IF PEEK(53279)06 THEN 1710 
Opening Night marquee. 

1720 POKE 752,1:60SUB 100 y 














1730 FOR J=1 TO 4:? CHR$(125):POSITION 
18,112? “IT'S-sPOSITION 13,13s? “OPEN 
INO NI8HT" 

1740 FOR B=1 TO 200sNEXT BsPRINT CHRK 
125);F0R B=1 TO 70:NEKT B:NEXT J:P=P+P 
Y 

Statement of all expenses up to 
Opening Night. 

1750 ? "NELL, HERE NE 60. LET’S HAVE A 
DRINK":? "BEFORE THE REVIENS COHE IN. 

H 

1760 ? i? 'BV THE HAT, YOUR RE6ULAR RE 
EKLY":? "EXPENSES (INCLUDING THE WEEKL 
Y" 

1770 ? "TECHNICAL EXPENSES THAT BEGIN" 
!? "TONIGHT) AND THE THEATRE RENTAL AR 
E:" 

1780 P=P+PR:? "t";P;" PLUS ";TX*100;"7. 
OF THE GROSS." 

1790 ? :? "PRESS START TO CONTINUE" 
1800 IF PEEK(53279106 THEN 1800 

Reviews based on quality points 
and random numbers. Calculate box 
office points. 


1B40 GOSUB 2150;? "KERR-THE TIHES-":ON 
R1 GOTO 1860,1870,1880,1890,1900 
1850 REN 

1860 ? "THE WORST THING I EVER SAN.’iP 
9=P?+1:80T0 1910 

1870 ? "NEAK SHOW: POOR ACTING,POOR DI 
RECTING":? "POOR,POOR INVESTORS.“:P9=P 
9+2:G0T0 1910 

1880 ? "I LIKED IT—WITH RESERVATIONS. 
":P9=P9+3:GOTO 1910 

1890 ? "A THOROUGHLY ENJOYABLE EVENING 

. ”:P9=P9+4:SOTO 1910 

1900 ? "A FINE PIECE OF THEATRE.":P9=P 

9+5 

1910 GOSUB 2150:? "BARNES-THE POST-":D 
N R1 GOTO 1920,1930,1940,1950,1960 
1920 ? "A TERRIBLE SHOW.":P9=P9+1:GOTO 
1970 

1930 ? "I WAS BORED DURING THE FIRST A 
CT":? "AND GONE DURING THE 2NB.":P9=P9 
+2:GOTO 1970 

1940 ? "A PLEASANT £V£NIN6.":P9*P9+3:B 
OTO 1970 

1950 ? "HUGH FUN-GO SEE IT.*:P9=P9+4 



1810 PRINT CHR*(125):? "HERE COHES THE 
PRESS AGENT WITH THE":? "REVIEWS:":? 

1820 IV=ITIIT+IU 

1830 IX=2»(IV>5)+1.5t!IV<=5 AND IV>3)+ 
1.251 !IV<=3 AND IV>2)+1.U(IV<=2 AND I 
V>1)+(IV<=1! 


1960 ? “A HUST SEE I RUN, DON’T WALK TO 
THIS.":P9=P9+5 

1970 GOSUB 2150:? "WATT-THE NEWS-":ON 
R1 GOTO 1980,1990,2000,2010,2020 
1980 ? 'THE HORST PLAY IN NY 80 YEARS 
OF":? "REVIEWING.":P9=P9+1:GOTO 2030 
1990 ? “THE LAST PLAY I SAW THAT WAS 7 
HIS":? "BAD WAS IN 1904.":P9=P9+2:GOTO 
2030 


stbill 
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2000 ? "HICE. BROUGHT BACK MEMORIES -OF 
THE":? ‘BLACK CROOK-*:P9=P9+3:G0T0 20 
30 

2010 ? "FUN FOR ALL AGES. BRING YOUR": 

? “GRANDPARENTS.":P9=P9+4:G0T0 2030 
2020 ? ‘THE BEST THING I’VE SEEN THIS 
CENTURY.":P9=P9+5 

2030 GOSUB 2150:? "SHALIT-NBC NEWS-":0 
N R1 GOTO 2040,2050,2060,2070,2080 
2040 ? "SHOULD NOT BE ALLOWED ANY CLOS 
ER TO":? “HEN YORK THAN BOISE IDAHO.": 
P9=P9+1:GOTO 2090 

2050 ? "I’VE SEEN NORSE, BUT NOT MANY. 

":P9=P9+2sSOTO 2090 

2060 ? ‘IT WON’T RUN LONGER THAN DOLLY 
BUT":? "MAYBE LONGER THAN KELLY.":P9= 
P9+3:GQT0 2090 

2070 ? "A HOOT.":P9=P9+4:GQTQ 2090 
2080 ? "IF YOU HURRY, YOU CAN GET TICK 
ETS FOR":? "LATE IN i985.“:P9=P9+5 
2090 80SUB 2150:? "SIMON-NEW YORK HAG- 
":0N R1 GOTO 2100,2110,2120,2130,2140 
2100 ? "I HATED IT.":P9=P9*1:60T0 2170 
2110 ? "A TERRIBLE SHOW.“:P9=P9+2:GOTO 
2170 

2120 ? "IT’S THE PITS.":P9=P9+3:S0T0 2 
170 

2130 ? "THE WORST THIS YEAR.*:P9=P9+4: 
GOTO 2170 

2140 ? "I COULDN’T STAND IT.":P9=P9+5: 
GOTO 2170 

2150 Rl=INT(RND(OmO)+l:Rl=RUIV:Rl=I 
NT (Rl/9) sFOR TI=1 TO 200:NEH TI 
2160 RETURN 

Main program loop. 

Instructions for weekly upkeep of 
the show. 

2165 REN 
2170 GOSUB 3200 

2180 PRINT CHRt(125>:? "ALL RIGHT, THE 
SHOW IS OPENED.":? "AFTER EACH WEEK Y 
OU WILL GET A REPORT" 

2190 ? "AS TO HON NANY TICKETS WERE SO 
LD*:? “AND HOW MUCH HONEY WAS TAKEN IN 
. YOU" 

2200 ? "WILL ALSO BE ASKED HOW NUCH YO 
U WANT":? “TO SPEND ON ADVERTISING AND 
IF YOU" 

V 


2210 ? ‘WANT TQ CHANGE THE TICKET PRIC 
E.":? "REMEMBER, CHEAPER PRICES=H1GHER 

2220 ? "VOLUME,":? :? "PRESS START TO 
CQNTINUE“:WK=0 

2230 IF PEEK (53279) 06 THEN 2230 

Spend money on advertising. 

2240 ? CHR*(125):? "YOU HAVE *"!FH;" L 
EFT IN":? "FRONT MONEY ACCOUNT.” 

2250 ? :? "HOW MUCH DO YOU WANT TO SPE 
ND ON":? "ADVERTISING THIS WEEK":TRAP 
2250:INPUT AD 

Change the ticket price if producer 
wishes. 

2260 ? :? "THE CURRENT TICKET PRICE IS 
f;SP:? "YOU WANT TO CHANGE THE TICKE 
T PRICE" 

2270 INPUT ANSWER*:IF ANSWER*!1,1>-"N" 
THEN 2310 

2280 ? "CHANGE TO WHAT TICKET PRICE":T 
RAP 2280:INPUT SN:TRAP 40000 
2290 IF SN=SP THEN ? "THAT’S THE CURRE 
NT TICKET PRICE’S SOTO 2260 

Adjust box office points because 
it’s harder to get an audience as the 
show runs longer. 

2300 D=(SP-SN)*2:P9=P9+D:SP=SN 

2310 WK=WK+1:IF WK/3=lNT(WK/3) THEN P9 

=P9-2 

2320 IF NK/10=INT(WK/10) THEN P9=P9-2 
2330 IF WK/18=INT(WK/18) THEN P9=P9-2 
2340 IF WK/130INT(NK/13) THEN 2370 

Distribute profits to Investors every 
thirteen weeks. 

2350 SE=SD*0.9:SD=SD-SE:SF=SF*SE:? :? 
■90S OF PROFITS DISTRIBUTED TO":? "INV 
ESTORS EVERY 13 WEEKS" 

2360 FOR B=1 TO 500:NEXT B 

Box office points go up with money 
spent on advertising. 

2370 P9=P9+AD/10000 

Random events occur which affect 

the production. 

2380 REM 

2390 R=RND(0)*t0:lF R>6 THEN R=INT!RND 
<0)*12)+1:60T0 2390+lOtR 
2395 GOTO 2520 











r 


2400 ? "STAR 6ETS SICK-MUST BE REPLACE 

2640 IF ST>0 THEN ? “ PROFIT"; 

D."!P9=P9-2:SOTO 2520 

2650 ? * THIS KEEK *";ABS<INT(ST>! 

2410 ? "UNIOKS SET PAY HIKE.-sP=P+<P*0 

2660 IF ST<0 THEN SD=SD-ABS(ST) 

.03):P=INT<P):80T0 2520 

2670 IF SD<0 THEN FM=FM-ABS(SD ) :SD=0 

2420 ? "STAR’S CONTRACT ENDS-KANTS NOR 

2680 IF ST>0 THEN SD=SD+ST 

E ***,* :P=P+(PtO.03!:P=INT!P):G0T0 252 

2690 ? "NET PROFIT TO BE PAID TO INVES 

0 

TORS:":? "*";INT(SD> 

2430 ? "SHOW WINS 3 TOMYS"s P9=P9+2s SOT 

2700 ? "LEFT FROM FRONT HONEY *";INT(F 

0 2520 

M>:IF FH<0 THEN 2750 

2440 ? "FREE PUBLICITY DUE TO 600D PRE 

2710 SOSUB 3200 

SS A8ENT* sP9*P9*1s GOTO 2520 

2720 ? "PRESS START TO CONTINUE* 

2450 ? "SHON NIKS CRITIC CIRCLE ANARB. 

2730 IF PEEK ( 53279 )< >6 THEN 2730 

":P9=P9+i;BOTO 2520 

2740 ? CHR*(125):B0T0 2250 

2460 ? "HEAVY SNOK FOR FIVE KEEKS."sP? 

Routine to handle producer spend¬ 

=P9-1;80TQ 2520 

ing too much money. 

2470 ? "NEKSPAPER STRIKE IN IT’S SECON 

2750 ? CHR$ ( 125): ? "YOU HAVE SPENT NOR 

D HGNTH. “ s P9=P9~i:GOTO 2520 

E HONEY THAN YOU":? "HAVE. THE STATE A 

24B0 ? "T.V. REPORTS ON HIBH CRIME IN" 

TTORNEY GENERAL’S’ 

:? "BROADKAY AREA":P9=P9-1:60TQ 2520 

2760 ? "OFFICE KILL CONTACT YOU BY THE 

2490 ? "CITY REPORTS CONVENTION BUSINE 

FIRST":? "OF THE HONTH. THEY ASK THA 

SS UP,":P9=P9th60T0 2520 

T BEFORE" 

2500 ? 'SOOD KORD OF NOUTH ON THE SHON 

2770 ? “THEN YOU TAKE THE TIHE TO SEE" 

. " i P9=P9+1:GOTO 2520 

:? "’THE PRODUCERS’ KITH ZERO HOSTEL T 

2510 ? "BAD NORD OF NOUTH ON THE SHON" 

0“ 

:P9=P9-1 

2780 ? "SEE WHERE YOU KENT KRONG." 

2790 ? :? "SHOW-BIZ STILL IN YOUR BLOQ 

2520 ? i? "PRESS START TO CONTINUE" 

D";:TRAP 2790s INPUT ANSKER* 

2530 IF PEEK (53279! 06 THEN 2530 

2800 IF ANSKER*="Y“ THEN PRINT CHRt(12 

Print weekly summary. 

55:GOTO 210 

2540 ? CHRJU25!:? PROD*;" PRODUCTIONS 

2810 ? CHRt!125):END 

POSITION 10,2:? "NEEKLY REPORT" 

2550 ? "KEEK ";WK;" ";NK*8;* PERFORNA 

Closing Notice routine. 

NCES" 

2820 REH 

2560 ? "THEATRE CAPACITY(PER PERFORHAN 

2830 ? CHR*(125!:PQSITI0N 5,4:? PROD*; 

CE) ";CP 

" PRODUCTIONS- : GOSUB 100 

2570 ? "TICKET PRICE *";SP 

2840 POSITION 5,6:? "CLOSING N 

2580 ? "MAXIMUM 8R0SS (PER KEEK! *';SP 

OTIC E*:? 

*CPt8:P8=P9:IF P8<0 THEN P8=0 

2850 ? “IT IS KITH GREAT REGRET THAT K 

2590 ? :? "TICKETS SOLD THIS KEEK ";:T 

E":7 "POST THIS NOTICE. KE KANT TO THA 

S=0:TS=( ( IX*P8>760)*CP*8:IF TS>CP*8 TH 

NK" 

EN TS=CPt8 

2860 ? "ALL OF YOU FOR ALL OF YOUR HAR 

2600 PRINT INT(TS) 

D*:? "KORK. PLEASE BE ADVISED THAT THI 

2610 ? "GROSS THIS KEEK *";:TG=TStSP:P 

S* 

RINT INT!T6! 

2B70 ? "PRODUCTION KILL CLOSE TKO KEEK 

2620 ? "EXPENSES THIS KEEK *";:P5=P+(T 

S FRQH":? "TONIGHT. AGAIN, THANK YOU. 

BtTXJ +AD:PRINT INT(P5) 

« 

2630 ? :ST=T8-P5:? "NET";:IF ST<0 THEN 

2880 ? "SINCERELY YOURS":? PROD*;" PRO 

? “ LOSS”; 

RUCTIONS" : ? :? "YOUR FINAL TOTALS TO F 


OLLOK. ” 

---- BROADWAY - ' 


11 


SoftSide Selections 1144 












SoftSide Selections #44 


BROADWAY 


12 

"\ 


2890 FOR TI=1 TO lOOOiNEXT TI 
2900 ? CHR$(125): ? “ FINAL TOTALS:": 

? :? “YOUR SHOW RAN FOR “;WK;“ REEKS": 

? "BEFORE CL0SIN6." 

2910 ? "THAT’S “jNKtB;" PERFORMANCES." 
2920 ? "OUT OF YOUR ORIGINAL $1,000,00 
0 YOU":? “HAD $“;INT(FH>;“ LEFT WHICH 
HAS BEEN" 

2930 ? “GIVEN BACK TO YOUR INVESTORS.' 
:? “TOTAL AMOUNT PAID TO INVESTORS":? 
“$";INT!SD+SF+FM) 

2940 ? “THAT MAKES A ";((SD+SF+FM)-100 
0000)/10000;"X RETURN":? “ON THEIR INV 
ESTHENT." 

2950 ? “(A OX RETURN IS THE BREAK-EVEN 
“:? “POINT FOR YOUR INVESTORS." 

2960 ? “A NEGATIVE RETURN IS A LOSS)": 
GOTO 2790 

Data for key personnel jobs. 

3000 REM 

3010 DATA DIRECTOR,15000,500,7500,250, 

2500.100.10.1, -25 

3020 DATA MALE STAR,0,20000,0,10000,0, 

2500.10.1.. 5 

3030 DATA FEMALE STAR,0,16000,0,8000,0 
,2000,7,1,.75 

3040 DATA SET DESIGNER,10000,300,5000, 

200.1500.50.3.1.. 85 

3050 DATA COSTUME DESIGNER,10000,300,5 

000,200,1500,50,2,1,-9 

3060 DATA LIGHTING DESIGNER,8000,300,4 

000,200,1000,50,1.5,1,. 8 

3070 DATA SOUND DESIGNER,4000,200,2000 

,100,750,25,2,1,-75 

3080 DATA CHOREOGRAPHER,10000,300,6000 

,150,2000,75,3,1,-75 

3090 DATA COMPOSER,20000,800,10000,400 

,5000,150,8,1,.7 

3100 DATA LYRICIST,15000,600,7500,300, 

3000.150.7.1, -8 

3110 DATA BOOK AUTHOR,15000,600,7500,3 
00,3000,150,7,1,,8 

3120 DATA ARRANGER,8000,600,5000,400,1 

500.100.4.1.. 85 
3130 REM 

3140 DATA SETS,150000,200,75000,100,50 
000,75,2,1,-75 

3150 DATA LIGHTS,3000,750,1500,500,100 
0,200,2,1, .75 


3160 DATA COSTUMES,100000,2000,50000,1 

000,15000,250,2,1,-75 

3170 DATA SOUND,3000,1000,1500,500,100 

0,200,2,1,-75 

3180 DATA PROPS,40000,1000,20000,500,5 
000,150,1.75,1,-9 

Routine to ask if the producer 
wishes to close the show. 

3200 TRAP 3200:? :? "DO YOU WANT TO CL 

QBE THE SHOW’:ANSWER$="":INPUT ANSWER* 
3210 IF ANSWER!(1,1)=“Y* THEN POP :GOT 
0 2830 

3220 TRAP 40000: RETURN 

Set up P/M graphics and draw the 
stage. 

4000 REM 

4010 AA=PEEK<106)-8:POKE 54279,AA:PB=2 
56$AA:P0KE 623,16:? “ONE MOMENT PLEASE 

n 

4020 POKE 53248,48:P0KE 53249,175:POKE 
53250,80:P0KE 53251,143:F0R NUH=0 TO 
3:POKE 53252+NUH,112+BtNUH:NEXT NUM 
4030 POKE 704,1B:PQKE 705,18:PQKE 706, 
116:P0KE 707,116:P0KE 711,116:FQR NUM= 
53256 TO 53259:POKE NUM,3:NEXT NUM 
4040 POKE 710,0:PQKE 53260,255:F0R NUM 
=PB+384 TO PB+1024:POKE NUN,0:NEXT NUM 
:RESTORE 4100 

4050 FOR NUM=PB+528 TO PB+621 STEP 3:R 

EAD DAT:FOR NUM1=0 TO 2:P0KE NUM+NUM1, 

DAT:NEXT NUMl'.NEXT NUM 

4060 FOR NUM=PB+656 TO PB+751 STEP 3:R 

EAD DAT:FOR NUM1=0 TO 2:P0KE NUM+NUM1, 

DATsNEXT NUM1:NEXT NUM 

4070 FOR NUM=PB+784 TO PB+792:P0KE NUM 

,255:POKE NUM+128,255:POKE NUM+87,255: 

POKE NUM+215,255:NEXT NUM 

4080 FOR NUM=PB+490 TO PBM08:P0KE NUM 

,255:POKE NUM<-87,255:NEXT NUM 

4090 POKE 559,46:PQKE 53277,3:RESTORE 

:RETURN 

4100 DATA 255,255,255,254,254,252,252, 

248,248,248,240,240,240,224,224,224 

4110 DATA 192,192,192,192,128,128,128, 

128,0,0,0,0,0,15,31,63 

4120 DATA 255,255,255,127,127,63,63,31 

,31,31,15,15,15,7,7,7,3,3,3,3,1,1,1,1, 

0,0,0,0,0,240,248,252 


J 








/Set up and display the marquee. 

5000 RESTORE 5010 

5010 DATA 162,1,189,213,0,202,157,213, 
0,232,232,224,18,208,243,104,96 
5020 FOR 1=5120 TO 5136sREAB AsPQKE I, 
AsNEXT IsN=PEEK(106)sP0KE 5124,N~2sP0K 
E 5128,M-2 

5030 READ B,As DATA 15,1000 

5040 DATA SQFTSIDE PRESENTS BROADWAY ,. 

.THE DEFINITIVE SIMULATION PLEASE PR 

ESS START - - 

5070 DIN A$(A),B$(A),C$(3) 

5080 FOR 1=1 TO BsTRAP 5090sREAB B*sA$ 
<LEN(A$)+1>=“ B sA$(LEN(A$)+l)=B$sNEXT 
I 

5090 A=LEN(A$>sC=INT{RNBU)*15>+l:GRAP 
HICS ISsSETCOLOR 0,C,lOsSETCOLOR 1,C,1 
OsSETCOLOR 2,C,lOsSETCOLOR 3,C,10 
5100 SETCOLOR 4,C,2sC$=CHR$U0)sC$I2) = 
CHR$(138)s C$(3)=CHR$ <170)sFOR 1=1 TO 6 


5110 FOR 1=0 TO 9 STEP 3sFOR J=0 TO 2s^\ 

COLOR (192-32IJ)JS6NQ}+10sPLOT 0,1+Js 
PLOT 19,11-1-JsNEXT JsNEXT I 
5120 C$(2)=CHR$(170):C$(3)=CHR$(138)sP 
OSITIQN 0,llsFOR 1=1 TO 6sPRINT #6;Ct; 
sNEXT Is? i6?C$<l,l);:I=lsJ=2sK=3 
5130 FOR L=1 TO As FOR 0=1 TO 2sSETC0L0 
R I,C,2sSETCOLOR J,C+2,lOsSETCOLOR K,C 
+4,10s1=1-1sIF 1=0 THEN 1=3 
5140 J=4-lsIF J=0 THEN J=3 
5150 K=K-lsIF K=0 THEN K=3 
5160 POKE 77,OsNEXT QsPOSITION 18,5sX= 
USR<5120)5? f6iAf(L,L)sIF L/9490L THE 
N 60T0 5190 

5170 SETCOLOR 0,C,lOsSETCOLOR l,C,10sS 
ETCOLOR 2,C,lOsSETCOLOR 3,C,lOsSETCOLO 
R 4,C,2 

5180 C=INT(RNDU)tl5)+lsIF PEEK<53279) 

=6 THEN 5210 
5190 NEXT L 
5200 GOTO 5130 

5210 RESTORE sGRAPHICS Os RETURN 


SPRINT #6sC$pNEXT IsPRINT #6;C$(1,1) 

MAT 



TABLE 


SWAT 

LINES CODE LENGTH 


For ATARI® BROADWAY 
LINES 


SWAT 

CODE LENGTH 


10 - 130 

LU 

541 

140 - 280 

AN 

522 

290 - 350 

HZ 

559 

360 - 450 

OB 

592 

460 - 530 

PC 

562 

540 - 620 

JU 

533 

630 - 700 

YA 

532 

710 - 770 

00 

517 

780 - 860 

PF 

522 

870 - 970 

XA 

592 

980 - 1050 

XS 

506 

1060 - 1140 

20 

533 

1150 - 1220 

EU 

555 

1230 - 1330 

FI 

545 

1340 - 1430 

X8 

521 

1440 - 1510 

LH 

514 

1520 - 1610 

QL 

576 

1620 - 1730 

PI 

551 

1740 - 1810 

IP 

504 


1820 - 1890 

68 

503 

1900 - 1980 

YE 

571 

1990 - 2050 

n 

545 

2060 - 2140 

YA 

533 

2150 - 2220 

TY 

502 

2230 - 2310 

XU 

511 

2320 - 2410 

OX 

505 

2420 - 2490 

8E 

537 

2500 - 2590 

m 

516 

2600 - 2710 

TY 

413 

2720 - 2830 

m 

553 

2840 - 2910 

J€ 

527 

2920 - 3030 

HP 

545 

3040 - 3140 

SE 

528 

3150 - 4020 

GY 

548 

4030 - 4080 

VV 

534 

4090 - 5040 

GA 

537 

5070 - 5110 

LU 

523 

5120 - 5170 

NJ 

600 

5180 - 5210 

HV 

105 


V. 
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by Donald Glover 


Empire is a war game for two players with an Atari® with 48K RAM, a 
disk drive and two joysticks (in ports 1 and 2). It is included as the 
Atari DV bonus program for issue #44. 

Over 300 years ago, people from Earth colonized the planet Sparta. Because 
they distrusted a large central government, the colonists formed a number of 
independent city-states, each with its own elected Mayor and Council. Until 
recently, all was peaceful. One year ago, you, as Mayor of one of the more 
technically advanced cities, declared yourself dictator with the avowed inten¬ 
tion of conquering the entire planet. Unfortunately for you, another Mayor of 
a city on the opposite end of the major Spartan land mass had the same idea. 
Both cities spent the last year building up their forces and are nearly ready to 
launch a campaign of conquest. The other city-states are virtually helpless — 
pawns in the titanic struggle which will ensue. 


Loading the Game 

With your BASIC cartridge installed, boot a DOS disk, and, when the 
READY prompt appears, type the “DOS” command. If you have an Atari 
850 interface, be sure it is turned off. When the DOS menu comes up on the 
screen, put the SoftSide disk back into the drive. Select option “L” (BINARY 
LOAD). Tell the Atari to load the file “EMPIRE.SYS”. When the DOS prompt 
returns, select option “B” to run the BASIC cartridge. When READY ap¬ 
pears, type RUN “DrEMPIRE”. After a few seconds, a title screen appears, 
along with a blue cursor in the middle of the screen. The computer asks: 

J 


RESTORE OLD GAME? 














At this point type “N”. A map of Sparta’s habitable land masses comeson' 
screen, and the cursor moves to a city. The computer asks: 

PRODUCTION (I,A,F,D,C,T)? 

Acceptable responses are: 

• I — Infantry Division • C — Carrier 

• A — Armored Dvision • D — Destroyer 

• F — Fighter • T — Transport 


Unit Characteristics 

Table 1 lists the various units the cities can produce. Any city can produce 
any unit type. However, having a land-locked city produce a destroyer or car¬ 
rier is useless. Table 2 indicates the allowed terrain for each unit type. Note 
that infantry units travel through forest at half the rate of clear land, and 
through mountains at one-third the rate. Also note that nothing can move 
back into a city. 

Carriers and transports are special since they can carry other units. Carriers 
can deliver only fighters, while transports can carry infantry or armor. To 
load, use the joystick to move the weapons onto the transport or carrier. 
Transports can unload only onto clear (gold-colored) terrain. Carriers can 
unload only when they have exhausted their moves for the turn. Unload the 
carrier by attempting to move it an extra space after its movement parameter 
becomes zero. The fighter can only be unloaded onto a blue ocean square. 
Once unloaded, it can move over any type of terrain except cities. Fighters 
must be on an airfield or carrier at the end of a turn or they will run out of fuel 
and crash. 

Table 1 — Unit Characteristics 


Unit Type 


Initial Strength Moves Turns To Make 


Infantry 

Armor 

Fighter 

Transport 

Carrier 

Destroyer 


3 

5 

6 

4 
8 
4 


4 

6 

20 

4 

6 

7 


5 

10 

4 

10 

20 

8 








FOREST 

(YELLOW) 

CITY (GREEN) 
(RED OR BLUE) 

WATER 

(BLUE) 

MOUNTAINS 

(RED) 

FOREST 

(GREEN) 

AIRFIELD 

(YELLOW) 


Map Key 

ARMOR 

INFANTRY 

DESTROYER 

CARRIER 

FIGHTER 

TRANSPORT 
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Unit Type 


Infantry 

Armor 

Fighter x 

Transport x 

Carrier x 

Destroyer x 





To indicate the type of unit you want your city to produce, enter the one- 
letter command. When the cursor’s color changes, the other player enters his 
instructions. If you want to know what your city is producing, and the number 
of turns before it finishes, move the cursor to your city and press the trigger. 
Pressing the START button toggles between the two players for this function, 
and for changing turns. When a city has completed a unit, the cursor 
automatically moves to the city and the unit symbol appears inside the cursor. 
Use the joystick to move the unit out of the city. 

After you have moved a unit out of a city, you can move it again by placing 
the cursor over the unit, pressing the joystick trigger and pushing the joystick 
in the desired direction. When you push the trigger, the unit type, unit strength 
and number of moves remaining is displayed in the text window. 


Campaigns and Conquests 

At the beginning of the game, you should capture cities as soon as possible. 
Thus, move your units rapidly toward any nearby green (neutral) city. To cap¬ 
ture them, attempt to move the unit into the city with the joystick. If the 
assault is successful, the city will turn red or blue and the computer will ask the 
player to specify the city’s production requirements. 

Inevitably, opposing red and blue units will meet. To initiate combat, move 
a unit into the square occupied by a unit of the opposite color. If the assault is 
successful, the defender retreats one square and his strength is reduced. If the 
assault is unsuccessful, the attacker’s strength is reduced, but the attacking 
unit does not retreat. When a unit’s strength reaches zero it no longer exists. 

The map of Sparta is two screens wide by three screens high. The map scrolls 
automatically whenever the cursor gets too close to any edge. You can move 
rapidly to any of the six screens by entering the numeral 1, 2, 3, 4, 5 or 6 using 
the keyboard. The computer immediately displays the selected screen. Note 
that the map is slightly different for each game, since a random generator adds 
certain key mountain passes, forest roads, causeways and strategic airfields to 
the map at the beginning of each game. 

A player wins when his opponent has no more units or cities, or when the 
opponent concedes. 


Battles 

Table 3 defines which units may engage each other in combat. Note that on¬ 
ly infantry and armor can capture a neutral city. When two enemy units fight, 
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the computer determines the outcome based on the ratio: Attacker 
Strength/Defender Strength. Selected odds for various values of the ratio are 
listed below: 

Ratio Odds of Attacker Winning 

< 1/3 automatic defender win 

1/3 
1/2 

1/1 1/3 

2/1 
3/1 

>3/1 automatic attacker win 


If the defending unit loses, its strength is reduced by one. If the strength is 
zero, the unit is eliminated. If the remaining strength is greater than zero, the 
unit attempts to retreat one square. If it cannot retreat because of terrain or 
because it is surrounded by enemy or friendly units, it is eliminated. Defending 
infantry units on mountain or forest squares have their strength increased by 
three and two respectively. If the attacking unit loses, its strength is reduced by 
one (which may eliminate it), but it does not retreat. 

Table 3 — Allowed Battles 


Unit Type 
Infantry 
Armor 
Fighter 
Transport 
Carrier 
Destroyer 



(1) Destroyer can cause enemy cities to rebel 
but cannot capture a neutral city. 


Cities 

To capture neutral (green) cities, move an infantry or armored unit into the ci¬ 
ty. The program gives you 33 percent chance of capturing the city, regardless of 
the strength of the attacking unit. If the attacking unit wins, the player will be 
asked what type of unit the city is to produce. If the unit loses, its strength 
be reduced by one. 

Red or blue cities are always near rebellion due to the harsh demands 
made on them. Periodically one will revolt spontaneously. The cur¬ 
sor moves to the city, which turns green on the map, and a message 
appears in the text window. Another way to induce a blue or red^ 
city to revolt is to attempt to move an enemy infantry unit, 
mored unit or destroyer into the city. The chance of 
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revolt is one in six. Even if the city does not revolt, the at¬ 
tacking units strength is not reduced. Once a city has revolted, 
it can be captured or recaptured in the normal manner. 

You can change city production requirements before a unit is 
completed by attempting to move a friendly unit into the city. You will 
then be asked for new production requirements. If a city produces a unit, 
but is completely surrounded by enemy units, friendly units, and/or illegal 
terrain, you must eliminate that unit (by pressing the SELECT button) before 
the game can continue. 

Each side is allowed 25 units. If a 26th unit is produced, the message 
TOO MANY UNITS — UNIT KILLED will be displayed in the text window 
and the new unit will be eliminated. To avoid this problem, disband weak or 
unneeded units (see below). 


Disbanding Units 

Since only 25 units are allowed per side, you may want to disband units if 
units of another type are required, or if existing units are too weak. To dis¬ 
band, place the cursor over the unit, press the joystick trigger button and, 
while holding the trigger button down, press the SELECT button. 


Saving and Restoring Games 

The game can be saved only during the blue player’s turn. To save the game, 
push the OPTION button. The computer will ask: DO YOU WANT TO 
SAVE THE GAME? Responding with “Y” saves the game, and play can con¬ 
tinue. Responding with “N” just allows play to continue. To resume play on 
an old game, answer “Y” to the question: RESTORE OLD GAME? during 
game initialization. The previously saved game is restored and you can con¬ 
tinue where you left off. 


Strategy Hints 

Remember that infantry units, armored units and destroyers can attempt to 
induce a city to revolt at no cost in combat strength. Units of these types which 
break through your lines can cause havoc until they are destroyed. Maintain¬ 
ing control of the ocean is particularly important, since enemy destroyers can 
neutralize all of your coastal cities. 

Newly created units cannot move out of a city surrounded by illegal terrain 
or enemy units. Surrounding an opponent’s city with units forces him to kill all 
new ones as they are created (using the SELECT key as described above). 

Air power is critical. To take an enemy city within range of airfields is vir¬ 
tually impossible, unless you have your own air cover. Because airfields are 
generally out of range of one another, you must use your carriers to provide 
this fighter cover. 
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Chasm Escape is a one- or two-player game for any Atari® computer 
with one or two joysticks, and at least 32K of memory. 


You’ve seen wild games before — the kind where all sorts of bizarre things 
can and do happen. In Chasm Escape , the title is about the only thing that 
makes sense. As the name suggests this is a game of levels. 

With only one player, plug the joystick into the first controller jack, because 
Player One controls the little man. Your task is simple — get him to the top of 
the chasm, by moving him from level to level with your joystick. But be 
careful. As you attempt to reach the top and the safety offered by the rescue 
plane, arrows will rain down from overhead in an attempt to kill you. In addi¬ 
tion, you will be shot at from below. 

To move up a level, position yourself under a transporter tunnel and push 
the trigger. Similarly, to go down a level, position youself on top of a 
transporter tunnel and push the trigger. To jump and thus avoid the oncoming 
arrows, push up on the joystick. If, on your journey, you wish to get even with 
the owners of this “Cavern of Levels,” position yourself on top of the 
“quadra-puses” and squash them by pushing the trigger. 

In the two-player game, Player One retains the same capabilities as in the 
one-player game. However, when a second player plugs a joystick into con¬ 
troller port two, he can control all those arrows. To launch them, push up on 
the joystick. To control the gun, move the joystick left and right, and push the 
trigger to fire a missile. Be forewarned: You can have only one missile or ar¬ 
row in play at one time. If you fire a second, the first will disappear. 

While viewing the cover page, you can choose these options: 

OPTION Number of Players. 

SELECT Speed. 

START To start the game at any point. 

Pushing a TRIGGER on one of the joysticks gives the player on the bottom 
a handicap. The only way to pause a game in the middle is with CTRL-1. 

This program uses a routine to load in a machine language subroutine to 
clear memory. (It was written by Jerry White, and can be found in the June, 
1982 issue of Antic.) It also contains a routine to load in a new character set, 
created with The Next Step from Sierra On-Line. 

v____ 
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Variables 


A$: Helps draw the screens. 

A: Temporary variable used 
throughout the program for 
loading in new player/missiles, and 
drawing the screens. 

ARR: Horizontal position of ar¬ 
row. 

ARRS: Speed of the arrow. 
ARRSS: Helps move the arrow 
during the jump routine. 

ATARI: 1 means one-player game, 
2 means two-player game. 

B$: Helps draw the screens. 
CHPAGE: Page number of the 
new character set. 

DL: Location of the beginning of 
the display list. 

DL4: Fifth number of the display 
list. 

DL5: Sixth number of the display 
list. 

DIRECTION: Tells which direc¬ 
tion to scroll the screen. 

FREE: Number of free pages of 
memory. 

GUNX: Horizontal position of 
gun. 

HAN: 1 means handicap, not 1 
means no handicap. 

HAND: Moves the arrow during 
jump routine. 

HSC: High score. 

I: Used often throughout the pro¬ 
gram for delay loops. 

INCRE: Determines how much to 
move the arrow, gun, etc. 

J: Used throughout the program 
for delay loops. 

JM: Helps during jump routine. 
KEY: Holds the code for the 
special function key that has been 
pressed. 
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LIMIT: Holds the top of the 
memory for the missile. 

MEN: Number of men left. 

MISX: Horizontal position of the 
missile. 

MISY: Vertical position of the 
missile. 

MOVE: Aids in scrolling. 

P: Helps draw screen. 

PMBASE: Address of player 
missile base. 

Ql, Q2, Q3, etc: Variables used to 
conserve memory. 

S$: Holds machine language code 
for copying character set. 

SCORE: Holds score of present 
game. 

SCMEM: Helps clear screen 
memory. 

SCREEN: Contains number of 
screen. 

SCREENL: Low address of screen 
data. 

SCREENH: High address of 
screen data. 

SP: Speed of game. 

SPP: Speed of arrow and gun. 

ST: Command from joystick one. 
ST1: Command from joystick two. 
TEMP, TEMPI, TEMP2, 

TEMP3: Used to load new 
character set into memory. 

THING: Determines why the 
player pushed the trigger. 

U: Variable for delay loops. 

X, XX, XXX: Draws screen and 
other things. 

Z: Transmits control of program 
to a machine language subroutine, 
among other uses. 

Z$: Holds machine language 
subroutine that clears sections of 
memory. 
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SS SS SS SS SS SB SB SS SS SB SB SB 
SB SS 
SS Atari BASIC SB 
SS 'Chas® Escape’ SS 
SS Author: Jonathan B. Youngaood SS 
SS Copyright © 1983 ~ SS 
SS SoftSide Publications, Inc SS 
SS SS 
SS SS SS SS SS SS SS SS SS SS SS SS 


If you don’t wish to type this program, it 
is available on issue #44 SoftSide CV 
and DV. 

Initialization of variables. 

100 DIN X(20),A$(80),B$(20),THIN8(20), 

Z$(42),S$(35):SQSUB 190 

110 G0SUB 230:G0SUB 2430 

120 SCRE£N=11:ATARI=1:SP=4:NEN=5:ARR=5 

0:SCOR£=0 

130 GOTO 280 

Data for new character set. 

140 DATA 34,129,129,129,129,129,129,12 
9,129 

150 DATA 36,112,25,61,91,254,188,152,1 
4 

160 DATA 38,255,129,129,129,129,129,12 
9,129 

170 DATA 42,255,255,255,255,255,255,25 
5,255 

180 DATA 58,14,152,188,254,91,61,25,11 
2 

Routine to load in a machine 
language subroutine to clear 
memory. This routine by Jerry White 
is in the June, 1982 Antic. 

190 RESTORE 200:FOR X=1 TO 42:READ A:Z 
$(X,X)=CHR$(A):N£XT X:RETURN 
200 DATA 104,104,133,204,104,133,203,1 
04,133,206,104,133,205,166,206,160,0,1 
69,0,145,203,136 

210 DATA 208,251,230,204,202,43,6,208, 
244,164,205,208,240,198,204,160,0,145, 
203,96 

First cover page. 

230 GRAPHICS 0:SETC0L0R 2,0,0:P0KE 752 

? l 

240 POSITION 16,9rPRINT tt LEV£LB ,I s? ■ 
^Version 1.0 (December 11, 1982) 8 


250 POSITION 3 ? 11;PRINT "(c) 1982 by J 
onathan B. Youngwood* 

260 POSITION 0,0:PRINT “Initialization 
...“•.POSITION 11,1 sPRINT "about thirty 
seconds." 

270 RETURN 

280 G0SUB 300:80SUB SOOiGOTO 560 

Screen set up. 

300 POKE 752,1 

310 GRAPHICS 1:POKE 559,0:S£TCGL0R 0,0 
,14:SETC0L0R 2,7,2:SETC0L0R 3,2,8:SETC 
0L0R 4,7,2:SETC0L0R 1,12,6 
320 FREE=PEEK(106):FREE=FREE-32:P0KE 1 
06,FREE 

330 DL=PEEK(560)+256IPEEK(561>:DL4=DL+ 
4:DL5=DL+5:SCREENL-PEEK(DL4):SCREENH=P 
EEK(DL5)sPOKE 756,CHPA6E 
340 SCHEN=(2561FREE >+210 
350 2=USR(ADR(2$),SCHEH,6144) 

360 POKE 89,FREE+1sPOKE 88,136:P0SITI0 
N 0^0:PRINT #6;"THE TOP!!!!! YOU HON"; 
370 POKE 89,FR££+2:P0KE 88,0:B0SUB 770 
380 POKE 89,FREE+3:P0KE 88,144:G0SUB 7 
70 

390 POKE 89,FREE+5:POKE 88,32:G0SUB 77 
0 

400 POKE 89,FREE+6;POKE 88,176:GQSUB 7 
70 

410 POKE 89,FREE+8:POKE 88,64:G0SUB 77 
0 

420 POKE 89,FREE+9sPOKE 88,208:60SUB 7 
70 

430 POKE 89, FREEH 1 :P0KE 88,96:80808 7 
70 

440 POKE 89,FREEH2:POKE 88,240:GQSUB 
770 

460 POKE 89,FREE+16:POKE 88,16:60SUB 9 
50 

470 POKE 89,FREE+i7:POKE 88,160:80508 
770 

480 POKE 89,FREE+19:POKE 88,48:G0SUB 7 
70 

490 POKE 89,FREE+20;POKE 88,192:G0SUB 
1400:RETURN 

500 POSITION 7,2:PRINT #6;"LEVELS":P0S 
ITION 9,3:PRINT #6;"by M sPOSITION 0,4:P 
RINT 16;“Jonathan d,youngwopd H ; 
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--CHASM ESCAPE-— 

/ _ / 

% S /_/ 

\ s 


510 POSITION 3,8:PRINT #6;“SELECT OPTI 
QNS;" 

520 POSITION 6,5sPRINT #6;“(C) 1982" 

530 POSITION 0,10:PRINT #6;*playerss? 
ATARIsPOSITIOH 0,12:PRINT #6;“speed:”; 
SP 

540 POSITION 0,14:PRINT 16;"HIGH SCORE 
: M ;HSC 

550 POKE 89,FREE+22:POKE 88,80sRETURN 
Cover page. 

560 POKE 559,46 

570 FOR 1=53248 TO 53251:PQKE I,0:NEXT 
I:POKE 756,224 

580 POKE DL5,FREE+22:POKE DL4,80 
590 POKE DL5,FREE+21 
600 FOR 1=236 TO 16 STEP -20;PDK£ DL4* 
IsFOR J=1 TO 20:NEXT JiSOUNO 0,1/5,10, 
8:NEXT IsPOKE DL5,FREE+20 
610 FOR 1=252 TO 192 STEP -20;P0KE DL4 
,IsFOR J=1 TO 20;NEXT 3;NEXT IsSOUND 0 
, 0 , 0,0 

620 POKE 89,FREE+20:POKE 88,192 
630 KEY=PEEK <53279) 

640 IF STRI6(1)=0 OR STRI8<0)=0 THEN H 
AN=HAN+1:IF HAN=2 THEN HAN=0 
650 IF KEV=3 THEN ATARI=ATARI+1;IF ATA 
RI=3 THEN ATARI=1 
660 POSITION 8,10:PRINT #6;ATARI 
670 IF KEY=5 THEN SP=$P+1:IF SP=9 THEN 
SP=1 

680 POSITION 6,12:PRINT I6;SP; 

690 IF HAN=1 THEN POSITION 0,llsPRINT 
#6;"HANDICAP" 

700 IF HAN=0 THEN POSITION 0,llsPRINT 
# 6 ;" 

710 IF KEY=6 THEN GOTO 730 
720 FOR 1=1 TO 20;NEXT I;GOTO 630 
730 RESTORE 740;FGR 1=1 TO SPsREAD JHs 
NEXT I;GOTO 1080 

v___ 


740 DATA 24,12,8,6,5,4,3,3 
750 60T0 1080 

Draw screen. 

770 SCREEN=SCREEN-1;FOR 1=0 TO 19 STEP 
5 

780 FOR 1=1 TO 4:A=INT((RND(0)43)+1!:R 

ESTORE B60+(Atl0):READ 61:Ai((20»I!-19 

,20*I>=B*:NEXT I 

790 FOR 1=0 TO 19 STEP 5 

800 X<I+1>=INT(RND<0>*15!+3:IF X(J+1>= 

XX OR X(I+1)=XXX THEN GOTO 800 

810 XX=X(I+1):XXX=XX 

820 NEXT I 

830 POKE DL4,PEEK<88):POKE DL5,PEEK(89 
) 

840 Z=0:P=INTiRND(0!li5!+3:FQfi 1=0 TO 
19:IF P=X(I) AND POO THEN 7=1 
850 NEXT Is IF 2=1 THEN SOTO 840 
860 2=54fINT1RND(0)*3)+1!-5:XX=P 
870 SATA JJJvUJJWOJOJJJJJJJJ 
880 DATA jjjjjjjjjjjjjjjjjjjj 
890 DATA jjjjjjjjjjjjjjjjjjjj 
900 FOR 1=0 TO 19 STEP 5 
910 THINGX1+1)=INT(RND(0)tl6)+2 
920 IF RNDfOXO.5 THEN THIN6(I)=-1 
930 NEXT I 

950 POSITION 0,OsPRINT §6;A$!1,20);:P0 
SITION 0,5:PRINT »6;A«m,40i.-POSITION 
0,10sPRINT #6;Ali41,60i 
960 POSITION 0,15:PRINT #6;A$<61,80); 
970 FOR 1=0 TO 19 STEP 5 
980 POSITION X(I+1),!:PRINT #6;’F*,- 
990 FOR J=I+1 TO I+3sPOSITION X(I+1),J 
:PRINT t6i"B";:NEXT 1 
1000 NEXT I 

1010 POSITION IS.OiPRINT *6;SCREEN; 
1020 POSITION P,2:PRINT 16;“F"; 

1030 FOR 1=2+1 TO 2+8;POSlTION P,I:? I 
6;*B*;:NEXT I 


J 
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1040 FOR 1=0 TO 19 STEP 5: IF THING!I+1 

)=-l THEN 6QT0 1060 

1050 POSITION THINGU+1),I+4:PRINT S'6; 

" 1 "; 

1060 NEXT I 
1070 RETURN 

Main loop. 

1080 SCREENL=48;SCREENH=FREE+19:X=50:6 
UNX=104;X=104:POKE DL4,SCREEMLsPOKE DL 
5,SCREENHs POKE 53251,50 
1090 HISX=GUNX:SPP=SP+(SPtO.25):ARRS=5 
P+ (SP/2):ARR=230:RISY=LIHIT:HAND 3 1: PQK 
E 53763,161 

1100 IF HAN=1 THEN SPP=SPP/2:ARRS=ARRS 
72iHAND=2 

1110 SOUND 2,100,4,4 
1120 ARRSS=ARRS:PQKE 756,209:F0R 1=1 T 
0 200:NEXT I:POKE 756.CHPABE;POKE 752, 
hPQKE 53251,50:POKE 20,0:P0KE 19,0 
1130 SOUND 2,0,0,0 

1140 ? "> SCOREsO 1 ’:? " H 

EH;5“:PRINT " TIHE:0“ 

1150 POKE 53761,0 

1160 XX=X: INCRE=0: ST 1=ST ICK11! i INCRE= I 

NCRE+SPPt(ST 1=7)-SPPt(ST1=11):BUNX=GUN 

X+INCRE:IF GUNXC65 THEN 6UNX=64 

1170 IF 8UNX>190 THEN 6UNX=192 

1180 POKE 53249,6UNX:NISY=NISY-SP:IF H 

ISYXLIMIT THEN HISY=LIHIT 

1190 POKE HISY,8:P0KE H1SY+1,8:P0KE HI 

SY+SP,0:P0KE NISY+l+SP.O 

1200 IF ST=14 THEN GOSUB 1800 

1210 IF ST1=14 THEN ARR=50 

1220 IF MISY-UHIT>69 AND HISY-LIHIT<7 
6 THEN GOSUB 1990 
1230 IF ATARI=1 THEN GOSUB 2210 
1240 IF PEEK!53279i=6 THEN GOTO 2660 
1250 PRINT CHS*(28);“ TIHEs";IN 

T((PEEK(201+PEEK119)1256)760) 

1260 IF STRIG(0)=0 THEN GOSUB 1550 
1270 IF ARRXX-7 AND ARRCX+4 THEN GOSUB 
2010 

1280 IF STRIG(1)=0 THEN GOSUB 1960 
1290 ARR=ARR+ARRS:POKE 53250,ARR:IF AR 
R>230 THEN ARR=230 

1300 ST=STICK(0):X=X-SPt(ST=11S +SPt (ST 
=7):IF X<65 THEN X=64 
1310 IF X>200 THEN X=200 

^-CHASM 


1320 POKE 53248,X 

1330 HISX=HISX+INCRE/1,25:IF HISX<65 T 
HEN N1SX=65 

1340 IF MISX>190 THEN HISX=192 

1350 POKE 53253,HISX 

1360 IF XOXX THEN POKE 53761,132 

1370 POKE 53762,255-GUNX 

1380 GOTO 1150 

Routine to load in piayer/misslle 
graphics. 

1400 A=PEEK(106!-8:P0KE 54279,AiPKBASE 
=256tA:P0KE 53250,100:POKE 53258,0:POK 
E 106,A:POKE 623,1 

1410 POKE 53277,3:P0KE 532-48,50:P0KE 7 
04,14:POKE 53256.,0:POKE 53257,0.-POKE 7 
05,212:POKE 53249,100:POKE 706,0 
1420 7=USR(ADR(74),PNBASE+384,640! 

1430 LIHIT=PHBASE+384:HISY=LIH!T+108 
1440 POKE 707,0:POKE 53259,0 
1450 RESTORE 1540:F0R I=PHBASE+896+67 
TO PHBASE+896+75:READ A:PDKE I,A:NEXT 
I: POKE 53251,50 

1460 RESTORE 1510:FQR I=PHBASE+512+71 
TO PHBAS£+516+71:READ A:POKE I,A:NEXT 
I 

1470 RESTORE 1520:F0R I=PN8ASE+640+110 
TO PHBASE+643+1lOsREAD AsPOKE I,A:NEX 
T I 

1480 RESTORE 1530:FOR I=PHBASE+768+69 
TO PMBASE+768+ 73:READ A:POKE I,A:NEXT 
I 

1490 RETURN 

1510 DATA 56,16,124,16,108 

1520 DATA 8,28,28,62 

1530 DATA 196,34,255,34,196 

1540 DATA 255,0,196,34,255,34,196,0,25 

5 

Various routines executed when the 
trigger has been pushed, including 
jump routine. 

1550 POKE 89,PEEK(DL5):POKE 88,P£EK(DL 
4) 

1560 PLACE=INT< <X-44)/8):POKE 77,0 
1570 LOCATE PLACE,14,THING:IF THING=22 
8 THEN GOTO 1750 

1580 LOCATE PLACE,14-1,THING:IF THING= 
66 THEN GOTO 1680 

1590 LOCATE PLACE, 14+2JHIN8: IF ?HING< 
>66 THEN RETURN 

ESCAPE -- 
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1600 IF PEEK(DL5!>=FREE+18 THEN RETURN 

1610 LOCATE PLACE,14+6,THING;IF THING* 
66 THEN LENGTH*?;GOTO 1630 
1620 LENGTH=4 

1630 POSITION PLACE,14+1:PRINT #6;"8”; 

1640 DIRECTION*?©:SOSUB 2090 

1650 POKE 89,PEEK4DL5);POKE 88,PEEK!0L 

4) iPOSITION PLACE,14-LENGTH:PRINT #6:“ 
F"; 

1660 SCREENL=PEEK IDL4S: SCREENH=PEEK !BL 

5) 

1670 RETURN 

1680 LOCATE PLACE, 14-6,THING:IF THING? 
>66 THEN LENGTH*4;80TB 1700 
1690 LENGTH*? 

1700 POSITION PLACE,14-LENGTH:PRINT #6 

J-B-; 

1710 DIRECTI0N=-20:SOSUB 2090 
1720 POKE B9,PEEKiDL5):P0KE 88,PEEK SDL 
4){POSITION PLACE,14+1;PRINT *6s"F"; 
1730 SCREENL=PEEK SDL4): SCREENH*PE£K! DL 
5! 

1740 RETURN 

1750 POSITION PLACE.14:PRINT 16:" 

1760 FOR 1=1 TO 10:SOUND 0,50,10,8:5011 
ND O,O,0,O:NEXT I 

1770 SC0RE*SC0RE+10;7 *} SCORE: 

SCORE:? “ MEN:";NEN 

1780 ? • TINE;";INT!(PEEKS201+P 

EEK(1914256+PEEKS18)*65536)/60i:RETURN 

1800 Z=PNBASE+583:F0R U=Z TO Z+4:P0KE 
U,0;NEXT U 

1810 RESTORE 1510:Z=PNBASE+583-7;FOR U 
=2 TO Z+4:READ A:POKE U,A:NEXT U:SOUND 
2,22,8,4:F0R 1=1 TO 2:N£XT I 
1320 SOUND 2,0,0,0;FQR 1=1 TO JN:ARR*A 
RR+ARRSS*HAND;POKE 53250,ARR;IF ARR>21 
0 THEN ARR=210 

1830 IF ATARI=1 THEN SOSUB 2210 

1840 INCR£=0:ST1=STICK S1):INCRE*INCRE+ 

SPP*(ST 1=7)-SPP* SST1=11i:GUNX=GUNX+IHC 

RE:IF 6UNXI65 THEN GUNX=65 

1850 IF 6UNJQT90 THEN GUNX=192 

1860 POKE 53249,GUNX:HiSX=HISX+INCRE/l 

.25;IF HISXC65 THEN NISX=65 

1870 IF MISXM90 THEN MISX=192 

1880 H1SY=«1SY-SP:1F HISYCLIMIT THEN R 

ISV=LINIT 

_ 
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1890 POKE 53253,NISX;POKE RISY,8:P0KE 
RISY+1,8:P0KE HISY+SP.O:POKE NISY+l+SP 
,0 

1900 IF NISY-LINIT>64 AND RISY-LIHIK6 
9 THEN SOSUB 1990 
1910 NEXT I 

1920 Z=PHBASE+583-7;FOR U=2 TO Z+4-.P0K 
E U,OiNEXT LI 

1930 RESTORE 1510:Z=PNBASE+583:FQR U*2 
TO Z+4:READ A:POKE U,A:NEXT U:SOUND 2 
,24,8,4sFDR 1=1 TO 2:NEXT I 
1940 SOUND 2,0,0,0:RETURN 

Take care of the missile, and check 
to see if the man has been hit. 

1960 POKE fflSY, ©: POKE NISY+1,0 
1970 POKE 53253,BUNX:HISX=GUNX+3 
i960 HISY=LINIT+l06:RETURN 
1990 IF N1SX-6IX AND RISX>X THEN GOTO 
2010 

2000 RETURN 

2010 FOR 1=1 TO 2:FOR 3=1 TO 4;S0UND 2 
,124,10,10:SOUND 2,0,0,0:NEXT J:FOR J= 

1 TO 3:NEXT 3;NEXT I 

2020 POKE MISY,0;POKE HISY+1,0:MISY=LI 

MIT:ARR=230:NEN=HEN-1 

2030 ? "> SCORE:";SCORE:? “ 

MEN:",; MEN 

2040 ? " TIME:”:INTI(PEEK!20)+P 

EEK(191J256+PEEK(13)*65536)/60> 

2050 IF MEN=0 THEN POP :SOTO 2270 
2060 IF MEN=1 THEN POKE 704,52 
2070 RETURN 

Scroll routine. 

2090 SCREENL=PEEK(DL4):SCREENH=PEEK(DL 
5) 

2100 POKE 53765,166 

211© FOR R0VE=1 TO LENGTH+1 

2120 POKE 53764,(10*(LENGTH-MOVE+1I) 

2130 SCREENL=SCREENL+DIRECTION:SCREENH 
=SCREENH+(SCREENL >255i-!SCREENLXO) 

2140 SCREENL=SCREENL+256*(SCREENL(O)-2 
56*(SCREENL>255! 

2150 IF SCREENL=240 AND SCREENH=FREE+1 
2 AND DIRECTION*?© THEN SCREENL*16:SCR 
EENH=FREE+16 

2160 IF SCREENL=16 AND 8CREENH=FREE+16 
AND DIRECTION* 1 -?© THEN 5CREENL=240:S€ 
REENH=FREE+12 
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2170 IF SCREENK230 AND SCREENH=FREE T 
HEN POP :PBP :POP :POKE DL4, SCREENING 
KE DL5,SCRE£NH:60TQ 2540 
21BO POKE DL4,SCREENLs POKE BL5,SCREENH 
:NEXT MOVE 

2190 ARRS=ARRS+11142-HANS720)sSPP=SPP+ 
l (1>2-HAN1720)iPOKE 53765,0:RETURN 

Computer’s turn to move in one- 
player game. 

2210 i«CRE=-SPP* <BUNK)X)+SPP* 4 BUNX< X)s 
6UNX=6UNX+INCRE 

2220 IF RNDI0X0.7 THEN RETURN 
2230 IF NISY-LIMIK70 THEN BOSUB 1960 
2240 IF RND10K0.7 THEN RETURN 
2250 IF ARRX THEN ARR=50 
2260 RETURN 

Stretcher routine used when the 
man has lost. 

2270 POKE 89,PEEK<DL5hPOKE 88,PEEK(DL 
41:IF SCORE>HSG THEN HSC=SC0R£ 

2280 FOR 1=53761 TO 53767 STEP 2-.P0KE 
I,0iN£XT I 

2290 FOR 1=53248 TO 53252:P0KE I,0:N£X 
T I:POKE 53248,X 

2300 2=USRIADRi2$),PHBASE+640,384) 


\ 

2350 FOR 1=1 TO 4:B0UND 0,50,10,4:F0R 
J=1 TO 20:NEXT J:SOUND 0,100,10,4:FOR 
0=1 TO IS:NEXT 3:NEXT IsSOUNS 0,0,0,0 
2360 FOR 1=0 TO X STEP 2:S0UND 0,100,1 
0,4:PQKE 53251,bPQKE 53249,I+8:S0UND 
0,0,0,0:NEXT I:POKE 53248,0 
2370 FOR 1=75 TO 45 STEP -2:S0UND 0,1, 
10,4:NEXT I;SGUND 0,0,0,0 
2380 FOR I=X TO 247 STEP 2:S0UND 0,100 
,10,4:P0KE 53251,1:POKE 53249.I+8:P0KE 
53250,1+5:SQUND 0,0,0,0:NEXT I 
2390 POSITION 4,S:PRINT #6s“Y0U LOST!! 
!“:F0R 1=1 TO 100:NEXT I:SOTO 2580 
2400 DATA 48,32,112,127,240,112,80,30 
2410 DATA 12,4,14,254,15,14,10,10 
2420 DATA 6,254 

2310 RESTORE 2400:F0R I=PMBASE+B96+68 
TO PHBASE+896+75:READ A:POKE I,A:NEXT 
I 

2320 RESTORE 2410:F0R l=PNBASE+640+68 
TO PHBASE+640+75:READ A:POKE I,A:NEXT 
S 

2330 RESTORE 2420:F0R I=PNBASE+768+69 
TO PHBASE+768+70:READ A:POKE I,A:NEXT 
1 

2340 POKE 706,52:POKE 705,14:POKE 707, 
14:POKE 53248,X 




J 


SoftSide Selections #44 


CHASM ESCAPE 


25 









CHASM ESCAPE 


SoftSide Selections #44 

— 

Load in the new character set 
(routine produced with “The Next 
Step” from Sierra On-Line). 

2430 RESTORE 2440sF0R 1=1 TO 35:R£AD A 
!) s CHR$(A):NEXT i 

2440 DATA 104,104,133,205,104,133,204, 

304,133,207,104,133,206,104,104,170,24 

0,16,160,0,177,204,145,206 

2450 DATA 136,208,249,230,205,230,207, 

202,208,242,96 

2470 RESTORE 140:CHPA6E=INT<UMTUP£EK 
i 144)+256IPEEK(145))7256)+9)/4)14 
2480 TEHP=USR i ADR<S«),57344,CHPA6E*256 

2490 FOR T£HP1=1 TO 5 

2500 READ T£NP:TENP=CHPA6E*256+T£NP?8: 

FOR TEMP2=0 TO 7;READ TEHP3:PGKE TEHP+ 

TEHP2 f TEHP3:NEXT TEHP2 

2510 NEXT TEHP1 

2520 RETURN 

Game over, tell player to push start 
for another game. 

2540 IF SCORE>HSC THEN HSOSCORE 
2550 FOR 1=53761 TO 53767 STEP 2:POKE 
1,0:NEXT I 
2560 S0SUB 2690 

2570 POKE 89,FREE 2 FOKE 88,232:FOR 1=1 
TO 100:NEXT I 

2580 POSITION 0,8:PR1NT. #6;“ start TO P 
LAY AGAIN!*; 

2590 SOUND 0,50,8,1:POSITION 0,7:PR!NT 
#6:“dddddddddddddddddddd M | 

2600 POSITION 0 ? 9;PRINT #6;*dddddddddd 
dddddddddd"; 

2610 FOR 3=1 TO 10:IF PEEK<53279)=6 TH 
EN GOTO 2660 
2620 NEXT I 

2630 SOUND 0,0,0,0sPOSITION 0,7:PRINT 

#6?“iZZZZZZZZZZZZZZZZZZZ"; 

2640 POSITION 0,9:PRINT #6?"zzzzzzzzzz 

ZZ2ZZZ2Z2Z“j 

2650 FOR 1=1 TO 20:NEXT IsGOTO 2590 
2660 FOR 1=53761 TO 53767 STEP 2:POKE 
1,0:NEXT I 

2670 POKE 106,PEEK(106)+40:FOR 1=53248 
TO 53252:POKE I,0:N£XT Is SOTO 110 


26 
"\ 

Plane routine. 

2690 Z=USR(ADR! It ),PKBASE+640,3845:FOR 
1=53249 TO 53253:P0KE I,0:NEXT I 
2700 RESTORE 2830;F0R I=PH8ASE+640+20 
TO PI18ASE+640+2?:READ A:POKE I.AsNEXT 
I 

2710 RESTORE 2840:F0R I=PHBASE+768+20 
TO PN8ASE+768+26:READ A:P0KE I.AsNEXT 
1 

2720 POKE 53257,IsPOKE 53258,1 
2730 SETCOLOR 2,0,14:SETCQL0R 4,0,!4:S 
ETCOLOR 0,6,10:POKE 704,148 
2740 PLACE=INTI1X-44)78):P0KE 705,212: 
POKE 706,212:SOUND 0,145,2,2 
2750 FOR 1=0 TO X-10:P0KE 53249,I:P0KE 
53250,1+16 

2760 NEXT I:FOR 1=1 TO 50:NEXT I;POKE 
89,PEEK10L5):POKE B8,PEEK(BL4):S0UMD 0 
,50,10,2 

2770 FOR 1=2 TO 14:P0SITI0N PLACE.I:PR 
1NT #6;*B*:NEXT I:SOUND 0,50,10,2 
2780 POKE 53248,0:F0R 1=2 TO 14:P0SITI 
ON PLACE,IiPRINT #6;"j”j 
2790 NEXT I:SOUND 0,35,10,2:F0R 1=2 TO 
14:P0SITI0N PLACE,I:PRINT #6;"8";:SQU 
NO 0,20,10,2 

2800 FOR 1=2 TO 14:P0SIT1GN PLACE.I:PR 
INT 16;" ”;:NEXT I 

2810 SOUND 0,145,2,2:FOR I=X-10 TO 239 
:P0KE 53249,I:POKE 53250,1+16 
2820 NEXT I:RETURN 
2830 DATA 1,33,49,127,31,1,1,1 
2840 DATA 0,128,192,240,248,192,128 
2850 END 
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SWAT 


TABLE 


LINES 

SWAT 

CODE 

LENGTH 

100 - 200 

UE 

531 

210 - 310 

m 

573 

320 - 410 

UH 

540 

420 - 510 

OP 

538 

520 - 610 

YL 

560 

620 - 730 

VB 

533 

740 - 850 

OP 

523 

860 - 980 

NK 

532 

990 - 1100 

BP 

549 

1110 - 1190 

m 

526 

1200 - 1310 

BB 

482 

1320 - 1440 

KY 

531 

1450 - 1570 

U 

508 


For ATARI® CHASM ESCAPE 

SWAT 

LINES CODE LENGTH 


1580 - 

1690 

m 

412 

1700 - 

1810 

LS 

597 

1820 - 

1920 

TR 

536 

1930 - 

2030 

IH 

530 

2040 - 

2160 

IU 

471 

2170 - 

2290 

IF 

448 

2300 - 

2360 

FZ 

427 

2370 - 

2440 

TP 

553 

2450 - 

2580 

P0 

469 

2590 - 

2670 

DJ 

515 

2690 - 

2760 

SI 

593 

2770 - 

2850 

OK 

475 
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Issue 44 Adventure: 
Mad House 


Unjustly committed to 
an insane asylum, you 
must wend your way 
past guards and the real 
inmates, with their vivid 
delusions. Escape will 
be no problem for you — 
or will it? 


SoftSide Adventure Series -®DV 


r 


What would you say to a program that asks, 4 ‘What do you want to do?” 
Well, you might say, “GET APPLE” or “KILL SPIDER”, because that’s 
how the SoftSide Adventure Series works. 

Each issue, the latest Adventure takes you to another world of fantasy, 
puzzles and thrills. Your first task is often simple survival — and even that 
basic feat can be daunting until you figure out the right way to do it. You’ll 
have to be ingenious and persevering, and your rewards will be great. 

To “win” a fantasy/adventure game, you must solve the author’s devious 
puzzles, and overcome the obstacles that confront you — whether they be 
dragons, desperadoes — or grade-point averages. Death, should it come, is 
transitory — just re-run the program to live again! 



























Experienced adventurers make detailed maps of each world as an aid to ef¬ 
fecting a solution, but you can omit this exercise if your memory is excep¬ 
tional. Express your wishes with one- or two-word commands, like “LOOK”, 
“DROP SCALPEL”, or “GET FROG”. Use “I” to get an inventory of your 
possessions. The introduction to each Adventure explains this more fully. 

To start up the Adventure, just run the program called “INTRO”, 
“INTRO/BAS”, or “INTRO.BAS” on your disk, or select the Adventure 
from the DV menu. On cassette, the INTRO program is the one just before the 
Adventure. 

The Adventure runs in any Atari with at least 32K RAM (40K disk). 

Here are the encrypted hints for High School , the Adventure in Issue 43. 

The first three hints are of a general nature, and you should use them first. 
The three hints listed for each class will tell you the specific activities that you 
must accomplish there to get an “A” in the course. Don’t use the last few hints 
unless you are totally stumped. 


A couple general hints: 

ORHGVM XZIVUFOOB GL BLFI 
VOWVIH. 

BLF XZM YVORVEV ZOO GSV 
TIZUURGR BLF IVZW. 

Trouble with a locked door: BLF 
XZM FHV VRGSVI Z PVB LI Z 
SZNNVI GL LKVM GSV OLXP- 
PVW WLLI. 

History Class: 

1. IVXRGV KIVZNYOV. 

2. WIZD NZK. 

3. DIRGV GVINKZKVI (DRGS 
KZKVI ZMW LI KVMXRO). 
Typing class: 

1. OVZIM PVBYLIW. 

2. GBKV KZKVI (DRGS KZKVI). 

3. GBKV OVGGVI (DRGSKZKVI). 
English class: 

1. IVXRGV NZXYVGS — BLF 
NFHG SVEV URIHG. 

2. IVZW VCLWFH — BLF NFHG 
SZEV RG URIHG. 

3. DIRGV HGLIB DRGS KZKVI 
ZMW KVM. 

Algebra class: 

1. HLDEV VJFZGRLMH. 

2. UZXGLI GIRMLNRZOH. 

3. OVZIM WVURMRGRLMH. 
Geometry class: 

1. OVZIM GSVLIVN. 

2. NZPV KILLU DRGS KZKVI 
ZMW KVM LI KVMXRO. 

3. OVZIM WVURMRGRLMH. 
Computer lab: 

1. WIXD UOLDXSZIG. 

2. OLZW Z KILTIZN UILN BLFI 
XZHHVGGV. 

3. HZEV Z KILTIZN LM BLFI 
XZHHVGGV. 


Gym class: 

1. KOZB ELOOVBYZOO. 

2. KOZB YZHPVGYZOO. 

3. KOZB YZWNRMGLM. 

French class: 

1. OVZIM ELXZYFOZIB. 

2. IVXRGV WRZOLTFV. 

3. WL SLNVDLIP DRGS KZKVI 
ZMW KVM LI KVMXRO. 

Band class: 

1. XLFMG GRNV. 

2. KOZB BLFI UOFGV. 

3. IVZW BLFI NFHRX. 

Biology lab: 

1. WRHHVXG UILT. 

2. WRHHVXG DLIN. 

3. WL BLFI SLNVDLIP DRGS 
KZKVI ZMW KVM LI KVMXRO. 

Use these hints only if you are 
desperate: 

FHV GSV XLNNZMW ORHG 
EVIYH GL HVV ZOO GSV 
KLHHRYOV EVIYH GSV ZWEV- 
MGFIV FMWVIHGZMWH. 

To graduate: KZHH HRC 
XOZHHVH; KZB BLFI ORYIZIB 
URMV; KZB BLFI TIZWFZGRLM 
UVV; DVZI BLFI XZK ZMW 
TLDM; TL GL GSV 
ZFWRGLIRFN. 

How to use your money: 

YFB KZKVI DRGS XLRMH 
XSVXP LI NLMVB. 

KZB URMV DRGS XLRMH 
XSVXP LI NLMVB. 

KZB UVV DRGS XSVXP LI 
NLMVB LMOB. 


SoftSide Selections #44 











SoftSide Selections #44 

r~ - 


Notes 


30 


V. 


J 





















Typing? 


• Use And Enjoy These Programs Right 
Away! 

• Avoid Worry About Typos! 

• Get Additional Programs to Enjoy 
Without Typing. 



Order this Issue’s Programs on Disk or 

Send the coupon beiow to: 

SoftSide Publications, Inc. 

10 Northern Blvd. 
Northwood Executive Park 
Amherst, NH 03031 


-5oft553e_ Selections 

ORDER THIS ISSUE'S MEDIA 

Having difficulty finding the time to input the programs 
from this issue of SoftSide Selections? Don't despair — the 
cassette and disk versions are still available! And, each DV 
(disk version) contains an additional program. 

□ #44 DV $16.00 □ #44 CV $8.00 

Disk Only: □ Apple® □ IBM® PC 

Disk or Cassette: □ Atari® □ TRS-80® Mod. I □ TRS-80® Mod. Ill 

Name ______ 

Address______ 

City/State __Zip__ 

□ Check or Money Order 

□ MasterCard □ VISA 

Name of Cardholder _____ 

MC# or lnterbank#/VISA#__ 

Exp. Date--Signature___ 

Prices subject to change without notice. Apple®, IBM®, Atari® and TRS-80® are registered trademarks of The Apple Computer 
Company, International Business Machines, Inc., Warner Communications, and The Tandy Corporation respectively. 


A_5at5r3e. 
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A product of SoftSide Publications. Inc. 
10 Northern Blvd.. Amherst. NH 03031 
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General Information About Listings, SWAT, and 
Magnetic Media 

These are the standard procedures for the programs published in 
SoftSide Selections. Sometimes, a particular program does not lend 
itself to these procedures. Always read the specific instructions ac¬ 
companying a program. They will instruct you if there are any 
variances from the following procedures. Also, back issues of Soft- 
Side Magazine may differ in some details. 

iPT 

iitiii.i: 



SWAT Tables 

At the conclusion of each program listing in SoftSide Selections, 
we include a SWAT (Strategic Weapon Against Typos) Table. SWAT 
for the Atari appeared in SoftSide Issue #30. If you missed Issue #30 
we’ll send you a free reprint of SWAT. Send a self-addressed, stamped 
envelope to: SoftSide Publications, inc. 

Department SWAT 
10 Northern Blvd. 

Northwood Executive Park 
Amherst, NH 03031 

Be sure to tell us that you have an Atari computer. 


Magnetic Media 

Disks do not carry the DOS.SYS and DUP.SYS files, and are not 
‘bootable.” First, boot a disk with DOS on it, then insert the SoftSide 
Selections disk, and run “D:COVER”. Our disks are in DOS 2 format. 

Tapes CLOAD in the normal manner. If you encounter difficulty trv 
this procedure: 

1. POKE 54018,54 

2. Turn up the volume on your TV. 

3. Type CLOAD, and press RETURN once. 

4. Press the play button, and listen. 

5. When you hear the steady leader tone, press RETURN again. 

Side two of the tape is a duplicate of side one. 

SoftSide Selections disks and tapes are duplicated on reliable, pro¬ 
fessional equipment. Bad copies are exceedingly rare. Nevertheless, 
the trip through the mail occasionally results in damage to the sen¬ 
sitive magnetic media. If, after a reasonable number of attempts on 
well-adjusted, clean equipment, you are unable to load a program, 
return it to us along with an exact explanation of your problem. We 
will send you a replacement. 

SoftSide Selections media are not copy protected. We urge you to 
make an archival backup copy of your disk or tape as soon as you 
receive it, as our replacement policy is valid only for 30 days. Please 
resist the urge to give away copies of copyrighted material. 
























Line Listings 


Line listings are in standard 38-column format, with special conven¬ 
tions for representing unprintable characters: 

You must type underlined characters, including blank spaces, in in¬ 
verse video. 

When graphics or control (CTRL) characters are included in a string 
(between quotation marks), a nearby REM statement will make note of 
it; in such cases, graphics characters appear as the corresponding 
lower-case letters, and control characters appear as the correspond¬ 
ing unshifted key symbols. For example: the lower-case letter s 
represents a graphic cross, which you type by pressing the S key while 
holding down the CTRL key; the = sign represents CTRL-down-arrow, 
which you type by pressing and releasing the ESC key, then pressing 
the = key while holding down CTRL. For more information about 
entering control characters, refer to Appendix F and the back cover of 
your Atari BASIC Reference Manual. 

There are two exceptions to our above convention: A clear-screen 
character (ESC SHIFT-CLEAR) appears in our listings as a right-hand 
brace, which looks like this:}. The other exception is that a shifted = 
sign appears as a broken vertical line: ! . 

Occasionally, a program will demand that we vary from these con¬ 
ventions. In such a case, a nearby REM statement or the program’s in¬ 
troductory article will clearly note the special instructions. 

Be sure to read each program’s explanatory article — it may con¬ 
tain special, important information about the program. Also, use 
SWAT on your program, and get the free reprint if you don’t have 
SWAT. 


System Requirements 

The necessary memory and other equipment you need to run a pro¬ 
gram are listed in the introductory paragraph of the article for each 
program. (Also see the SoftSide Adventure Series elsewhere in this 
booklet.) 


V. 
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Here’s SoftSideSelections, the handy, pull-out 
booklet with program listings for you Atari 
400/800/1200 computer. This issue, SoftSide 
Selections for the Atari features: 

• Broadway — “There’s a broken heart for every 
light on Broadway.” Here’s your chance to pro¬ 
duce and direct a Broadway play. Can you get 
financing? Will it be a hit, or will the critics pan it? 
Time to get investors! 

• Chasm Escape — This game for one or two 
players features an intricate maze. When one 
player plays, the computer takes over for the op¬ 
ponent. 

• Atari DV Bonus Program: Empire 

This is a two-player strategic war game, played 
on a large, multi-screen grid. The computer keeps 
track of all the rules and bookkeeping, and can 
store the current status so that you can play over 
several sittings. 

• The SoftSide Adventure Series — 

Issue 44 Adventure: Mad House 

Unjustly committed to an insane asylum, you 
must wend your way past the guards and the col¬ 
orful inhabitants, who include most of the major 
figures of history — or so they say... 


SOFTSIDE PUBLICATIONS, INC. 
Amherst, New Hampshire 




